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Bounty hunters (not to be confused with mercenaries or martialists) are 
individuals who track down and often kill specific targets—whether human, non- 
human (usually in the fringes of society, since outside society this is the labor of 
rangers), or monsters—for monetary gain. However, when it comes to hunting School of the Lynx 
monsters, they are generally far less effective than even the weakest witchers. 

Despite usually dealing with monsters, witchers have occasionally taken up 


bounty hunting, particularly those from the infamous prior to its 


Female Witchers 
extinction. 


Bounty hunters are typically ordinary humans, though non-humans and half- Western Continent 
humans also take up the profession. Many are highly trained in combat, having 
honed their skills through rigorous training or like mercenaries through battlefield 
experience. It is not uncommon to hear of bounty hunters who are renegade 

hts (or their equivalent), having turned to this line of work after being 


disgraced or disillusioned with their previous orders (or similar organizations). 
Jasha Republic Colonized 
Archipelago 


s of the second generation onwards and anomalies also join their 


ranks. 


For example, one rumored anomaly is the infamous bounty hunter Leo Bonhart. 
Renowned for his ruthlessness and combat prowess, Bonhart's reputation was 
solidified by his defeat of three witchers. While many believe he was simply a 
cunning individual who leveraged his intelligence and skill, there are persistent 
whispers that he was indeed an anomaly, which might explain his exceptional 
capabilities and how he was able to defeat witchers despite apparently being a 
normal and old human. 
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Organization 6 a 


Bounty hunters, like other 
professions, are organized into 
guilds, although many work 
independently. These guilds provide 
structure, resources, and a network 
of contacts that individual bounty 
hunters can rely on. Often, guilds are 
formed around specific fighting 
styles (in fact, many of the martial 
fighting styles unique to the 
Northern Kingdoms came from 
bounty hunter or martialist guilds) or 
unique characteristics of their 
members, such as those that consist 
primarily of anomalies. Guild a 
membership can offer several 


Maxii van Dekkar in the Unholy Sisterhood 


advantages, including access to 
headquarters 


specialized training, information on 


high-value targets, and support during particularly challenging hunts. 


Guild membership offers several significant advantages to bounty hunters, but 
these benefits come at a cost. Typically, these advantages are paid for with a 
monthly fee that the bounty hunter must pay to the guild leader. The fee 
structure varies depending on the guild's prestige, the services offered, and the 


region in which it operates. 


One of the primary benefits provided by the guild is financial support. This can 
include loans or advances on future bounties to help hunters acquire necessary 
equipment, weapons, and supplies. Guilds often have partnerships with 
blacksmiths, alchemists, and other craftsmen, allowing members to purchase 
high-quality gear at discounted rates. Some guilds may even provide specialized 
equipment tailored to specific types of hunts, such as enchanted weapons or 


protective charms. 


Guilds invest heavily in the training and development of their members. Regular 
training sessions are held to keep bounty hunters' skills sharp and up-to-date 
with the latest combat techniques and strategies. This training can range from 
basic combat skills and weapon proficiency to advanced tracking methods and 
survival tactics. Some guilds also offer specialized training in areas like stealth, 


interrogation, or rudimentary magical knowledge, which can be crucial for dealing 


with certain types of targets. 


Access to reliable information is another critical advantage of guild membership. 
Guilds maintain extensive intelligence networks, gathering data on high-value 
targets, including their habits, strengths, and weaknesses. This information is 
collected from various sources, including informants, spies, and other guild 
members. Having access to such a comprehensive database can significantly 


increase a bounty hunter's chances of a successful hunt and minimize risks. 


Unlike many witcher schools, which operated independently (with some 
exceptions from time to time), bounty hunter guilds typically need to be 
sanctioned by the authorities. This official recognition allows them to operate 
within the bounds of the law and offers a measure of legitimacy crucial for 
securing contracts and operating openly. Sanctioning by the authorities usually 
involves a formal charter and adherence to certain regulations, ensuring that the 
activities of the guild do not disrupt the peace or infringe on the rights of citizens. 
However, regarding rights, this is more lax, as it depends on various factors such 


as the crime committed by the citizen in the region, for example. 


Being part of a sanctioned guild provides bounty hunters with a measure of legal 
and political protection. Guilds often have agreements with local authorities, 
ensuring that their members are not harassed or obstructed in their work in 
exchange for the guild, as already mentioned, to do not disrupt the peace or 
infringe on the rights of citizens. In some cases, guilds can even offer legal 
representation or mediation services to resolve disputes between members or 


with clients. 


Guilds offer a robust network of 
contacts and opportunities for 
collaboration. This network includes 
fellow bounty hunters, local 
authorities, influential patrons, and 
other key players in the industry. 
Members can share information, seek 
advice, or request assistance from 
their peers. For particularly challenging 
hunts, guilds may facilitate the 
formation of temporary teams, allowing 
members to pool their skills and 
resources to achieve a common goal. 


Membership in a respected guild 
Leo Bonhart finishing a contract enhances a bounty hunter's reputation 

and credibility. Guilds often have strict 
standards for entry and conduct, ensuring that only competent and reliable 
individuals carry their name. This affiliation can help bounty hunters secure more 
lucrative contracts, as clients are more likely to trust guild-affiliated hunters to 
complete their tasks professionally and efficiently. However, these standards of 
conduct are far removed from the codes of honor of knightly orders, mercenaries, 
or even pirate codes of conduct. The moral compass within bounty hunter guilds 
can be quite flexible, often bending towards practicality and efficiency rather 
than strict ethical considerations. This lack of stringent ethical guidelines can 
lead to some guilds degenerating over time into criminal gangs, especially when 


the leadership becomes corrupt or desperate for resources. 


Given the dangerous nature of their work, bounty hunters often sustain injuries. 


Many guilds offer medical and recovery services to their members, ranging from 


basic first aid supplies to access to healers and medics. This support can be 
crucial for a hunter's survival and ability to continue working after sustaining 
injuries in the field. 


Guilds also offer a formalized approach to bounty hunting, establishing clear 
standards and expectations for their members. This formalization helps maintain 
a degree of professionalism and competence, even though the ethical standards 
might differ significantly from those of other organizations, such as knightly 


orders or mercenary bands. 


In many places, bounty hunter guilds are used as a para-police force from time to 
time or as a complement to the labor of the guard on important occasions. This 
dual role not only provides an additional source of income for the guilds but also 
places them in a unique position of power and influence within their respective 


regions. 


Hierarchical Structure 6 


Guilds often have a hierarchical structure, with ranks ranging from novice bounty 
hunters to seasoned veterans. Leadership positions within the guild are typically 
held by the most experienced and respected members, who are responsible for 
making strategic decisions, negotiating contracts, and maintaining the guild's 
reputation. These leaders may also act as mentors to less experienced bounty 


hunters, passing down valuable skills and knowledge. 
The hierarchy typically includes several levels: 


Novice: New recruits who are often assigned less dangerous tasks and are 
under the supervision of more experienced members. 

Journeyman: Hunters who have proven their skills and reliability, taking on 
more complex and dangerous assignments. 

Veteran: Highly experienced hunters who have survived numerous 
missions and have a deep understanding of their craft. 

Master: The elite members who often take on leadership roles within the 
guild, setting policies, and training novices. 


Economic and Political Influence 6 


Guilds not only provide economic opportunities for their members but also wield 
considerable political influence. By aligning themselves with local authorities and 
sometimes even noble houses, guilds can secure lucrative contracts and 
protection from legal repercussions if for whatever reason the cross the legal line. 
This relationship can be mutually beneficial, with guilds offering their services to 


maintain order and eliminate threats that local law enforcement cannot handle. 


In some cases, guilds may become powerful enough to influence local politics, 
using their wealth and connections to sway decisions in their favor. This can lead 
to a delicate balance of power, with guilds acting as both enforcers of the law and 


potential disruptors if their interests are threatened. 


Line of Work 6 a 


Bounty hunters deal with a wide array of targets and missions, making their line 


of work highly varied and often unpredictable. Unlike witchers, who specialize in 
hunting monsters, bounty hunters may be tasked with apprehending or 
eliminating dangerous criminals, fugitive mages (though this is usually handled 
by the Praetorship, the police force of the mages, it can be delegated), political 
dissidents, or even rival bounty hunters. They are also known to take contracts, as 
already mentioned, on monsters, though their success rate in these endeavors is 
generally lower compared to that of witchers, and many end up dead after these 
types of missions. 


Differences between Bounty hunters, 
mercenaries and martialists 6 


Bounty hunters and mercenaries share many traits. However, two key differences 


between the professions are their numbers and their functions. Mercenaries 
usually work in groups, often forming companies that operate as small private 
armies. These groups take on a variety of tasks, ranging from protection, to 
hunting large monsters, to security to full-scale military engagements. 
Mercenaries are known for participating in wars, where they are hired by various 
factions to bolster their military strength. Their group dynamics allow for the 
execution of complex tactical operations, leveraging the diverse skills and 


specialties of their members. 


In contrast, bounty hunters are more solitary. They prefer to work alone or in very 
small teams ranging from two to three individuals, focusing on specific targets 
rather than large-scale conflicts. Bounty hunters rely on their personal skills, 
agility, and cunning to track and capture or eliminate their targets. They use 
bounty hunter guilds primarily for support, such as obtaining information, 
resources, and occasional backup. These guilds provide a network of contacts 
and resources but do not function as cohesive fighting units like mercenary 


companies. 


Bounty hunters typically do not engage in warfare. Their contracts are more 
targeted, involving individuals, monsters or small groups rather than participating 
in battles or sieges. This solitary nature of their work necessitates a high degree 
of self-reliance and adaptability, as they often face unpredictable and dangerous 
situations without the immediate support of a team. 


Martialists, on the other hand, are brawling powerhouses with one of two martial 
styles able to shrug off any enemy attacks. They are typically highly skilled in 
hand-to-hand combat and often serve as bodyguards and entertainers. 
Martialists have a strong code of honor, guiding their conduct and decisions. This 
code emphasizes discipline, respect, and the ethical use of their combat abilities. 
Martialists' training focuses on physical prowess, endurance, and the mastery of 
specific martial arts techniques, allowing them to withstand and counter enemy 


attacks effectively. 


Bounty hunters, unlike martialists, are more practical and pragmatic in their 
approach. They use martial arts as a complementary tool to their primary 
weapons of choice, which often include ranged weapons like crossbows, slings, 
or specialized hunting gear. While they may have some training in hand-to-hand 
combat, their focus is on versatility and effectiveness rather than the strict 
adherence to a martial code. Also this martial art is usually less powerful than 
that of martialist, usually used to immobilizing a person rather than killing it. 
Bounty hunters prioritize results over honor, adapting their methods to suit the 


situation and achieve their goals efficiently. 


Known bounty hunters 6 a 


Brynn 

Celes 

Chigurh 

Dermot Marranga 
Djenge Frett 
Dunn 

Irya 

Ishi 

Jean-Pierre 
Jubal 

Kessim Aep Glehd 
Leo Bonhart 
Mactire 

Madadh 

Maxii Van Dekkar 


Ruvia Ishtali de Salvat 


Samasa 


Some k 
Some members of Orders 
The 
(technically and occasionally) 
Vercta 


Known Guilds a 


Heads for Crowns: The main bounty hunter guild operating in 

The Unholy Sisterhood: A guild of female bounty hunter anomalies founded 
in the 10th century characterized by being composed of ten girls afflicted by 
the Curse of the Black Sun who were sanctioned by the authorities thanks 
to the political rivalries of the time. The notorious bounty hunter Maxii van 
Dekkar belonged to this guild. 

The Valiants: The main bounty hunter guild operating in Cidaris. Renowned 
for its honorable code of conduct and skilled members, this guild often 
takes on high-profile contracts and enjoys a good relationship with the local 
authorities. 

Strays of Spalla: A gang of muggers that, after the Second Northern War, 
became part of Queen Meve's army. Following the death of their leader, 
Gascon Brossard, and the end of the war, they were reformed into the main 
bounty hunter guild of Lyria and Rivia in exchange for a pardon of all their 


crimes by the queen. 


Image Credits a 


e Maxii van Dekkar Gwent Card Art by Bogdan Rezunenko 
e Leo Bonhart Gwent Card Art by Marek Madej 


Trivia a 


« This expansion of the bounty hunter profession was inspired as background 


for a possible (if not homebrew) bounty hunter class for The Witcher TTRPG. 
* The Unholy Sisterhood is a reference to the Santa Hermandad or Holy 


Brotherhood, which was a sort of police precursor in medieval Spain. 
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